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$1.8 Introduction to fainter Gower and Beseristion of Mewus 
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& series of menus give you ancess to all of the procranrs and options in this package. §11 
RVR Selections are made with a single keystroke ard should not be followed by a carriage return. 
Wher data reeuiring wore than ove keystroke is recuested, a carriace return must follow the cata. 
Entering the keyword TERR aril cause the program te back up one step. All programs in the package 
wiii terminate if you hit the coréroi-€ character, unless arather option for ending the carticular 
program i5 exolicitly show. In grograms where it is corveriert or necessary to be able to toe 
Gut! ouickiy, the carriage return functions bike conérol-f. 


Each of the menus aliows you to view the hi-res screens from the eng. Hitting any character 
gets you back to the mere, 


i.2 Specifying Bisk Files 








Rt various points in this package you are asked for the mame of a disk file. fainter Sawer 
Maintains J types of files: i} Picture files, with '.FICt on the end of filename, 2} Pattern Set 
files, with ‘'.SET' on the emi of the filenage, and 3) Single Pattern files, with a filename 
extension ‘. PAT’. When you ave asked for a filename for any of these 3 file types, tyoe only the 
filmame and do wt include the extension. If the file is ov a different disk drive, type the 
filename and disk drive in quetes, separated by = comma. For example: "JUNKFILE, D2". If you have 
chosen the delete file cotion, then you must specify the fell name of the file finelude the 
extersion?. The delete file feature will work om sorctainter cower files a5 well. 
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2.8 Srogram Select icc 


See CRD CSS OS COE FER SHS ON OS HEP GET GOED SOT ENE SUE EOS SEF OSD FD Or OOH 


The Program Selection is the primary menu of the fainter Gower sackage. All programs in the 
gachkave are selected from, and return to, the Program Select iar. 


2.1 Yrew Current Sicture iGetion tf} 





eee ee re ee ee ee, a ee ee me Or me ay oe 


This feature allows you to peek at the current hi-res sicture. When you first boot Fsinter 
fower, this gicture will show what was in memory at the time of booting. After you have created « 
cicture, this feature is useful for peeking at what you created without having to return fo the 
narticular monram afich created it. 


2.2 Save Current Sicture iGetion 2) 


eee SR ree Cm SEN PRES TS CS ES Re Sy EOS AE ES A SS AE SO LN SS RY RD ou 


This feature allows you to save the current gicture on either disk drive. Nermally this is 
deve while you are in Painter Power or Painter Power Advanced. The feature is provided on the 
frograe Selection in the event that you inadvertently exit from one of these two orograms. The 


save picture option may also be used in conjunction with the load picture option (2.d) to transfer 
gictures from one disk ta another. 


2.3 toad « Fieture from Disk {Getion 3} 


ma have 


This feature allows you to load a hi-res picture from either disk. This is usefal if ys 
pictures 


serhans forgotten what a particular picture looked like. It is also useful for movirg 
from one disk to anether. 


2,4 Bisglay Catalog of Bisk Files tiption 4 


This feature allows you te do a RUS catalog of exther disk. 


2.5 Detete a Disk File fGption 3) 


eee ee ee ae ee ce aS OY EE SN EN CO ES ee SY SD SS OS Se ter Se 





This feature allows you to delete ary file om either disk. Used in conjunction with the save, 
load, atd catalog features, you Can arrange pictures or & disk for a Slideshow, 


2.5 Rar fainter Power Beginners iGetion a} 
This selection loads the fainter Power srograa from disk i and rans it. It erases the current 
hives picture. Gee chapter cv Painter Power -begiimers. 


2.7 Ren Painter Bower Advanced iGetion 8) 





OO A LS A LGD ELL LOLS LEE OE LO LTE GLE LE LL LO OG LE LOY 


This selection toads the Advanced Painter fower srogram from disk 1 ard runs it. It erases 
she curvet hicvres picture, gut does wot erase any catterns treated from a ovevicus run of Fainter 
tower advanced. See chacter on Sainter Sower advanced. 
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2.4 Create a Slide Show iGetion f} 


ee ee ee ee ee i ee ts ee ee 





TRis selection calis up the Glidemaker oreqram from disk i. ‘Slidemzker allows you to create 
free runing Siideshows fro pictures that you have Stored cw disk. See chaster on creating slide 
Shits. 


2.9 Sen a Slide Show ifigtion 8) 








This sélection caiis up the Slideshow orooraw from disk i. Slideshow alicws you te verify and 
then rue a Slideshow that yor created with the slidemaxer prograg. See chapter om rurcing 4 
siideshom 
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3.8 Painter Corer Bec ives 


OD ORS O08 Gee OOS ORF CU OD OOF OEE OS CHD OS ON SET SEN ED SEE OM OE SED FEF SUE OED SEE One GEE 


3.4 What Boes Sainter Power Bo? 


ene OS C58 OS8 ORT EEE EES OEE OEE OEE FEE HEE OSS EN Fe OE OOF CON OUD OE OFF BED OD OM Car OH ORY BEN TEE OS Oe 


The basic idex of Bainter Power is: ‘He able to gaint in different colors with a brush of 
yout omy creation.’ Painter uses English directives to guide you in the use of Painter Power to 
accomplish this enc. The next few sections will reveal the mitty-aritty of entering & painting 


with breusks, clearing @ changing background colors, avd asing Painter to produce certain kinds of 
GICTUVES. 


3.2 Urnederstanding Your Paddles 


ee ee ee ae ee te Re nS Ne ate, Sm Sy Se: me 


ire of your paddles is tright ard left!, and the other is tap and down' (alsa krown a8 horizontal 
oe X, and vertical or ¥}. Together the saddles may seeaw like a gaintirush, but 1¢ 15 aily SG itt 
that when you move the vertical paddle up, whatever is being craw gees up a5 well, The 52 imilarity 
ews there. Painter foeer reads how far to jump, wot how far to walk. So wher you have the 

wertical adckdle turned all the way the right, it takes @ tig jump uoward, Skipoing soaces if 
betwee. [¢ doesnt? twaik', fitting mine space between where if was and where it 15 jumping %6. 
The tiggest jump you can gut in is 2 points, in both directions. Remember this when you move the: 
macdies arwund: if you hold thea near the center of their ravge {see the grid below, Painter 
fewer will read small jumos. If you hold them near the end of their range, it will read big jumos. 
Let's oo make some Sauiggies. 


3.3 Starting Painter ower 


eee or cee ee Se ee ome 








First of all, we have to get Painter curing. From the Program Selection choose Painter Cower. 
You can alternate between Painter's instrections and this manual as you get to krew Painter. after 
reading the basic instructions, you must deride what background ovlor you want. So choose one of 
the G@ colors. If pou want to change the background later, you'l) be aile to jumo back to this mere 
by hitting the ESC key, select a different color, and jung back ive Painter. after you choose a 


color, the screen will clear and be replaced by a brush with some instructions elon, 


3.4 Making a Brush 


eer ee Se Seay NE EE Oe EF me Se On Aeon owe Ee eS Tete 


So now hit ‘at te tMtake the new brush. Use the soace bar to start aaking the brush. The spare 
har can always te used to tell Painter fower te ston until you fit the space bar again. Mow if afl 
you see is a dot, it means that your paddles are sitting dead center and Fairter Gower tert 
reading ay juma fro it. Go move them! Now wher you see a trush that you Sort of like << 
get to knew what Rivas of brushs get interesting results - be patient), hit the 'M! key age ain. If 
things are moving too fast, hit the 'T' key for 'Tturtie. If things are going to Slow, yor may 
soeed thee up with ‘Atabhit and ‘'S'lite. Ef you want to go one dot at a time, you car select 
'Stesii, Each time you wart to enter another dot onte the brush, hit the sqace dar. If you dontt 
like the brush at all, and you wart it te start aver, hit the 'M key again. Don't soend tao much 
time trying to make complicated brushs. You'll fird that it is the simnle ores that cet most of 
the interesting results, especially in the begining. Try ertering a line with one or two Sends itr 
it. You may alse the keyboard to enter a pattern. By hitting the ¥, 8, 5, avd J keys you car oo 
up, dawn, left or right. The H hep tHtoids at the current screen seevien, if you have stooge 
Seinter Fowee with the space har, or you are on Snail speed, the ¥, N, 5, ard J keys can be used to 
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add ove point at a time to the brush. To transfer control back te the paddies, hit the '/? key, 


3.5 Gareting with = Brush 


Se re es me te ee ae Om came mL a ee ee ee net as em ee 


fFter you have fireshed making your brush, fit the 'S' key to Start gainting. Take a moment to 
vead the directions at the bottom of the screen. To start painting, you must get the orush dow. 
This i5 deme with the tut rey. You can fift the brush uo again and move it te a different glace by 
hitting the "i key again. Try clearing the Screan with the 'Ctlear key and charging the gaint ing 
sceed with the 'S8tlitz, ‘Rabbit and tTturtie keys. You may use the keyhoard te steer the brash in 
the same way that you used it to make the orush. For very exacting work, you can use the keyteard 
in conjunction with ‘'S'rail sceed. When you are in 'Strari mode, you can make the brash advance 
guickly it one direction by using the repeat key. Painter Power will sound a click sack time it 
advances the brush. TY you want to change the background color, gress the Esc sey and select = new 
color for the backorcurd. If you bit Ese accidentally, Painter will let you press the Return key 
to resume what you were doing ara wot lose your gictere. 


Note: If at amy time you appear to be stuck, you orobatly hit the space bar te stom what was 
guing om, switched to a different mode, ani forgot to hit the 'ospace bar ' key again to 
Start up the wee activity. So whenever you think you are stuck, try hitting the space bar. 
if that doesr't work, it may be that you are cainting with the same color 25 the background 
and therefore are wot seeing any charge on the screen. in this case, selact a differert 
oo lar. 


3.8 Controlling the Wraparound 


Oe ee a ae a me ee a me i tate ne ate 


You've grobatly noticed that when the brush goes off one edge of the screen, that it comes back on 
the oopesite edee. This is knows a5 ‘wraparcurd’, and it can be controlled with the 'H' key. 9 To 
turn the wraparound off, hit the 'W' key. It can be sabsequentiy turned back on by hitting the tHE 
hey 2 Second time. Whew the wraparound is off amt you steer the brush off one edce of the screen, 
it will reagpear on the opposite side, tut it will wot leave a trazl. Te get the brush to aim 
again, you must steer it back onto the sereen by cirecting it in the opposite direction from which 
you left the screen. Sometimes it hapoens treat you lose track of where you left the screen. [Tf 
this happens, you can force the orush back onte the picture by hitting the '@* key. This will 
cause the brush to reaspear at the center of the picture. Turning the weraparcund on again alse 
forces the brush onte the picture, 


3.7 Weaving a Carpet 


Ge tack te 'Maket brush mode by hitting the 'Bt and 'M! keys. You don't have te fit the soace bar 
when Switching modes. The space bar need only be used as a pause for stopping and then continuing 
whatever 15 acing on without affecting anything. Use the soace bar when it's time for cinmery have 
your eal, ami come back to resume exactly what you were doing before. Enter a brush that looks 
something like the ave below. Make sure ta keen the dots close together. When you've got 
something that looks reasonable, hit the 'M* key, ard then the *t key to paint. Youtll probably 
wart to clear the screen, 5¢ hit the 'Ct key. Set your horizertal a right-left gaddle in the 
middie of its range so that the brust isn't going Sideways at ali. Then set your vertical paddle 
yust enough ta the right of center se that the brash begins te move up. If it's going toc slow, 
hit the ‘K' key for ‘Rabbit’. As the brush progresses upward, strike the color keys to chance 
colors ani presta! - computer carpet. The color keys are: 
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i - Green @ - farcle 3 - White 4 - Grange 5 - Blue & - Black 


3.4 Making Mountains 


SP OP OR Oe Oat FEF EE OD OE SOE EM FD Fm CEN ESY HUH OED OM OT OP 


Ge back te ‘Make brash mode. The first ingredient in mourtain making is a Gumoy brash going from 
ome side of the screen to the other. Set the right-left saddle so that the dot 15 moving One way 
or the other, a space or tee at a time. Then ase the up-down or ¥ paddle to make the bums. once 
again, fit the ‘key when you like the brush, ang use ‘Pt to paing the mounsains. Uikike the 
carpet, there is no test way te move the paddles te get quality mountains. You might try this 
approach to mountaincpainting: Set your up-down paddle so that the seuntaln tbresh is moving up the 
sereer, 5 it moves ua, move your right-left saddle back and forth at different rates with one 
haved while you switch between 2 or wore colors with the other hard. Gree in a while change the up- 
dow: paddle so that it aeves the sourtain brush at a different rate. [f you set the ad-down patcle 
in the middie, it will keep the mountain brush at the same level on the screen sa that you car 
emphasize the brush at that level using the right-left caddie. Remember, if you don't like what is 
cemeing Gut, just mit 'Ct te clear. Ard if you don't like the backgroud color, hit Esc, select 
another color, and ther you'll be back where you were before with your mountain grush still irtact. 
Gnd don't forget: If you hit the space bar, you have to hit the space bar agin to resume. 


3.3 Bisaggearing Lines 


ee ee ne ee ee ee Oe ee ee ee 


Now we're getting tricky. Erter a small vertical line as the brush. Get tack to ‘Mair 
mode, and set the paddle so that a sclid bar of color is being Craw across the screen. Now start 
moving the ag-dewn paddle aa arc dows while changing the colors. When the Gar comes tack around 
gver its previous trace, it will create a sort of weave. The more you charge the colors, the more 
iutricate the weave becomes. The trick is to make the bar disappear at one geile and reacpear 
dramatically at avother ooint not too far away. The way you do this is by hitting the "Ut key wher 
you wart it to disapsear, letting the bar move across the vew Glank screen ta the point where you 
feel it should reanpear, and then hit the 'u' key again. fifter a few attempts you'll pet the fang 
of it. 


3.28 Forward ard Back Arrow Keys ~- Editing Your Brash 








et SS OD AOS EET CEE SO SNES SERS SD Sy Ee SE SS NE SORE Ty EE Se 


When you hit the back arrow key, it removes one point from your Gresh. When you are Raking & 
trash, this featere caw be used to go Gack one or More points if you mate & mistake. This is 
particularily useful if you are in Snail soeed. 

When you fit the forward arrom key, fainter Power adds one guint to your brush. When you are 
Waking = rush, this causes Painter Gower to add the point that was stored iv memory. Thus you Care 


toet tack! ard selectively edit a brush that you had orevicusly created. 


R.it List of Painter Gower Beginners Commarncis 


eee eee Ge RD SED OO ES SOLO OP DED TD LON OM UES OD OOO TU SOLUTES OOD OUD SEO OOP SU SEP GED EAP SUD OE SUD SUD OUD OD FED Lom GUE OW GUE OEP SE OUP OL 


Keystroke = Exglarat ict 


Saace Causes‘restarts whatever Sainter is doing at the mower. 
Yt fillows you to start € stom 'Mtahing a sew brush. 
af Gets you in ard out of ‘Painting arth the current brush. 


tT Telis Sainger to slow down to 'Tturtle speed. 
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tRt 
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Telis Painter to speed up to 'Rtabbit speed. 

Telis Pairter Bower to speed ap ever faster to 'B'litz soeed. 
Clears the screen to the currerd backarwund color. 
Aliows you to select a new background color or end Painter. 
Ge atr 

Gc doers 

Go left 

So right 

Hoig 

Restore cortral of the brash to the cacddles. 
Force the brush back to the center of the picture. 
Tarn eraparcend ono. 

Life oresh ua‘dow. 

Paivé it gree. 

Paint it purgie. 

Sait in white. 

Paint itt orange. 

Patet in blue. 

Faint in tlack. 

fdd one ooint to the brash. 

REMOVE Ore going frow the brush. 
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4.3 Cainter Bower Govanced 


S2P CGF OST OD OSS OS BE SEE OH FOSS SOF CO REE OLE FOSS SED OED ORF OH OOS TET HF OD OOD 


Bainter power Advanced offers much greater control ard flesitility aver fainter Power 
Begimmers. You may you work with one of ary eight grushes. You can direct the program the use the 
shape of one tattern to control the movement of the currently selected trush. You can visualize 
the motion that the orush will follow before actually directing the program to paint with that 
action You carn corérel the size of the Brush and the stroke using the paddles. You can une the 
paddies te select the current paint oclor from a palette of @ colors that you designate. You car 
tell the program te return ta a given screen location at tre touch of a single key. You can create 
breshes with large gaps so that you cat Sasily paint streaks. You can select different painting 
aodes which tell the grogram to darken, lighten or complement the portion of the picture over which 
the fresh passes. You car create satteres using mathematical functions, thereby peraitting you to 
use curved patterns that aculd be difficelt te enter marwally. You can create patterns that are 
Rade up of portions of other pattenrns, ard then use that pattern a8 a brush or a5 a stroke. 


Saivter Bower Advanced is divided inte 4 sections: The Set-iin Meru, Graphics, Math Mem: € 
Bisk Plena. The Get-Ug Maem: is used to make selections that affect the Graphics. Graphics awde 15 
where you do all of your painting. From the Set-Un Rene you can also brarch to the Math and Disk 
Menus. The Math Nenu allows you to specify which math furction to use to compute a pattern. The 
Bisk mere allows you to store £ retrieve patterns £ pictures frow the disk. 


4.1 Tre Set-tic Berns 


COS OF OF OF EOP HO TE OM COD OO Gee OOS O48 EE HOH OOH 


fifter you have called for gainter Sower Advanced from the Program Selection, the Set-Up Mere 
will appear om your screen. hen you Select one of the numerical selections, the line you 
specified will be show: at the bottom of the screen. The cursor will be positioned over the 
current setting of the item described by the lire. You may then change that setting by selecting 
ane of the values highlighted on that line. The charge will be pet inte effect immediately. The 
cvsow will remain at the same spot should you wish to change the setting acain. If wot, you may 
hit the return key to get back to the main selection. If you wish to go to the orevices option 
tine, press the back arrow key. If you wish te go to the wext option line, press the forward 
fright! arrae key. The asprepriate line will appear at the bottom of the screen anc you may then 
channe the setting of that item. 


in order te start or resume the Grachics mode iin which you do all af your painting), select 
option fi. For convenience, the returw key also Serves to select option A when you are at the maity 
selection. When you are in Grashics goede, you may return to the set-ug menu by pressing the returr 
or Ese keys. If you hit the Esc kay, the text of the Set-up mena will be restored on the sereer 
and you will be at the main selection of the Set-Up aera. Ef you hit the return key, the picture 
wili be left om the screen 5o¢ that you can see the effect of changing the various Set-Up Menu 
items, but you will still be retarned to the main selecton of the Set-up Mer. In this case, the 
entire interaction with the Set-Menve will take place on the bottom Line of the screen. If you need 
te see the text of the menu, you may hit the Esc Mey at arytime while in the Set-Uo merc, anc the 
text screed will be restored. Whenever you return to the Set—ip Menu, Painter Gower turns off the 
brash (section 4.2.3}, returns to the monitor screen isection 4.2}, and terns visualize mode off 
isection 4.0.55}. 


if you select Set-Up Mera options Bor £, the text screen will be replaced with the text of 
the Math or Disk Menus. You may then work with the selections available on those menus, and return 
te the Set-to Mere using the 7 ention availble on those menus. When you select either of option 2, 
your Painter Power diskette aust oe inserted in drive i in order that the computer be able te 
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SOCESS the necessary srogram files. 


&.i.f Background Color Selection ifption 1} 





ee as Sm el ee Sm ON imme ME ye 


fress the key corresponding to the backeround color you wish, from the table telow, The 
picture screen will immediately be cleaved to that ooiar. 


i - Green @ - fargle 3 - White 11 4 - Grange 
5 -Hive 6 - Biack I 7? - White 1 & - Black Ti 


The Agole has tec color 'familiest. When you mix colors from these two families, the result car be 
distorted, depending uno what tyoe of painting you are doing. This distortion can be put to good 
use, fut it is a matter of taste. The tec families are: 


Family i: i - Geeexw @ - Purple J - white T § - Black I 
Family @: 4 - Grange 3 - Blue & - Black [I 7 - White TI 


4.1.2 Brush Selection fGotion a} 


Se SED ORS OSS CU SP CEP ORF ONE OE OTD THE OSS ON OOF OE EES EEE SOF SES PUT OFF OND STUDS OED OND OS OD CUE OED 


The brush can be any one of the eight patterns. when you select the gattern, the number of 
moings in the gattern will be shown to the right of the control display entry 'BRGIZ?, orwviced 
that the brush sizing mode is normal (see section 4.2.4). Ef the graohics is disglayed, then the 


Wen brush that you selected will be displayed ow the scree. 


4.1.3 Stroke Selection iGstion 3} 


Oe em ee Oe cone ee ee mee ae nem mS ne es oe es et Re ee 


The currently selected stroke determines where the program will get the information to contra! 
the mowemert? of the brush. From the Set-in Mere you can sgecify thet this information come Pro 
one of the eight satterns, or that it come from the gaddies. When you first come fo the Set-ue 
Mev, the stroke Selection is set to the paddies. Keyboard control of the trushes movemen? is 
specified when you are in Grastics, ard selection of the keyboard overrides the stroke selecticy 
Rade in the Seti Merc isee sections 4.2.5 € 4.0.4, keyboard control}. Wher control from the 
keyboard is released, it returms te whichever selection was made in the Set-Up meric. 


The size of the currently selected stroke i8 showy to the right of the contre! display entry 
'SSii'! ifor stroke size), gravided that the stroke sizing mode is normal isee section 4.1.5), a5 it 
iS when you first enter the Set-Up Peru. 


4.3.4 Brush Size Certrol tiption 4} 


eae ce eee Lee Se RS MR Se OS RES Say Ce ee Ey AE to nl OR: aS RN EC ee ee atm me Se a 


The size of a2 brush is the number of points it contains. When you create & brush, it has 4 
fixed or inherent size. When the trush size control is set to mormal, the pregram always uses this 
inherent size when disclaying or painting with the bres. fhis size is aleays displayed in the 
ooteci display entry ‘BRGTZ*. When the paddies are used to control the size of the brush, this 
inherent size i5 awerridden, and the programe disslays or paints with that oortiaon of the brush 
indicated fy the selected paddle. This feature allows you to comtrol the cortiow of the brush 
heing gainted with the selected paddies, a5 you are painting. If you selected paddle 3 te corirel 





PINTER POWER BOCUMENTAT ION PAGE id 


the brush size, and paddle 3 was set to 56 ieach paddle has a range of 1-250), then the first HW 
moines of the currently selected trush would be used, and the number 3@ would be displeyec in the 
corérat display ertry 'BRSIZ'. If this brash was created with only 32 points, then an additional 
2 ‘garbage goints' would be displayed following the grush. These ‘garbage points’ would consist 
of whatever wes in memory at the time the brush was selected. These ‘garbage goints’ car te 
avoided by Limiting the setting of the gaddle to the ruaber of points originally contained in the 
geush. However, you may fired that these garbage points can provide some very interesting anc 
UMERDeCteG reseits. 


The brash size cortrol alse plays an imgortart role when you create a bresh. If the contre! 
is set ¢tG Normal, then the program will allow you te create a brush of up to 255 points fwhew it 
reaches 255, it will start ever from GH. However, if the brush size i5 Geing cortrelied by 4 
paddle, the size of the brush is ‘lockedt to the wamber of points specified ty the paddle. [i this 
mode, a brush is displayed whose shape is constantly being changed. This oroduces an extraordinary 
effect which should be tried {see section 4.5.4), 


4.3.5 Geickstroke Size Contral (Gption 3 





Che ee eee 


The auickstreke size is the wumber of geints in the curreréd quickstroke isee sections 4.2.19 - 
4.0.15}. Pf you ivwokead a quickstroke, the Orush would te moved along the Quickstroke for the 
mumber of points equal te the quickstroke size. The Guickstroke Size Cortrol functions similarly 
te the Brosh Size Control, with the difference heing that if is the size of the quickstroke that is 
being cortrolied. In Normal mode, the quickstroke size is equal to the number of points in the 
correntiy selected stroke pattern (see section 4.1.9). When the quickstreke size is being 
determined by one of the paddles, the setting the paddle determines the muaber of points thet will 
bE used. 


+ 


ee 


hen the currently selected stroxe is the paddies, the quickstroke size is set to 32 scints 
the ooptral is set te Nevwal. This means that up to FT’ points may De entered with the gacdies, ¢ 
he used aS a auickstrete. If the control is set to a paddle, then tne number of points that car 6 
entered a5 a quickstroke is determined by the setting of the paddle. 


mw 


i 


Wher the currently selected stroke is a pattern, the quickstroke size is set te the inhererd 
size of that pattern if the contre! is set to Nevmal. If the control is set to = paddle, then the 
guickstroke 5ize@ i5 set equal te the setting of the paddle. 


4.1.6 Color Selection Mode (Getiow 6} 
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This feature allows you to use either the keyhoard or the paddles to select the current paint 
color. hen you first enter the Set—tip Mews, control is set to the xeyboard, ard the keys i-@ are 
used to select the @ different colors isee table below). If the contre] of color selecitey is set 
to ove of the paddles, then the setting of the caddie determines the color. Since the paddies give 
a ranme of 1-255, the program divides the gaddle setting by Ata get & pussitle color selections. 
The color contained in the Color Table entry indicated Gy this rusber is then used es the paint 
coler isee next section for explanation of the Colier Table. 


4.i.7 Color Table iGptior 7} 
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The Color Table determines what gaint color will be used for a given setting of the paddle 
assigned to color contre! isee previous sectiow?. Normally the Color Tatle is set up such that the 














End 
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faing color used will be equal te the naddle setting. That is, when the paddle setting is 9, the 
gaint color used would be 3. By changing the evrtries in the Celer Table, it is possible, for 
Ekatple, to set things ag so that areen would be used for paddle setting $i-f, bive for saddle 
setiinas 5 £6, black for caddie setting 7, avi white for paddle setting 8. This arrangement sculd 
alice you to smoothly aiternate from green to blue to black to white and Gack. This would wot be 
possible if the Cclor Table were mt altered, since it would fe necessary to go through 
intermediate cylors te get to the desired ocior. [4 would aise be impessitle to use the keyboard 
te get the same smooth and rapid control ever oclor transitions that a paddle can ive. 


Mote: There is a slight limitation whew using the paddies to control the color when the speed is 
'Bttitz. The limitation is that the color may only be changed once for every 4 points drawn, no 


matter how quickly you adjpust the pacidle. 


4.2 Saivter Cower Advanced Braghics (Option A or Carriage Return) 
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Painter Power Graahics makes use of the keyboard, caddies, & hi-res screens, and the 4 tent 
limes at the botton of the screen. if you are Pamiliay with Painter Bower Begirmers thew you aay 
immediately start to use Painter Gower Advanced since all of the cations of the Begimer version 
are present in idevtical fora in the Advanced version, with two exceptions: The exterded screen, 
used when gainting with eragarcunm off, is -Sid te +8il in both directions for the Painter Power 
Advanced, while only -256 to +255 in both directions for Painter ower Becimmers. This allows very 
large orushes to be used without wrag arcund problems. The secord difference is thet in order te 
reassign contre! of the pattern to the paddles after having assigned conirel to the keyboard, you 
mast hit the ‘2! and Xt keys instead of the '/' key {see sections on Kb-Hold & Locate, 4.2.5 ard 
4. ic, | 


Usage of Hi-Res Screens - Monitor ard Picture Screens 
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Painter Sower advanced uses one hi-res screen to disclay the currently selected brush ior 
QUicRStrGkE See Section 4.c.ig) against a Glack background. [4 uses the other to disglay the 
picture that you are gaivding. The former screen, called the monitor screen in this text, is xsed 
t>¢ compose patterns to be used a5 brushes and/or strokes. The latter, called the picture screen, 
iS used to create a pictare. In the course of creating a picture, ome wormally jumos back and 
forth betwee the two screens a5 new Grushes ard strokes are designed ard used in painting. It 
shovid be umierstoad that the ootiows that Painter fower oresents does not depend upon what screen 
is displayed; the optiows are the always the same. 


Usage of Text Lines ~forérol dreslay Description ard Usace 


Ne ee eee ee ee ee ee 


The 4 text lines, called the corvtrol disglay, serve to indicate the various modes anc settings 
that are in effect at ary given time. The letter following the mame of each mode is the keyboard 
character that must be hit in order to switch the aide on or off. When the character is disslayed 
it Giack on white dinverse:, the associated mode is om The only excestion to this is the painting 
mode {PMODE}, and that is deseribed in section 4.2.18. following is a descrigtion of each item in 
the control display, going frow left to right, ton to bottom. 


FREK, Hy yy This setting shows the neat vector that the arogram will use. How it will te 
5 


used CERES upon what you are doing at the time: If you are creating a brush, 
it iviicates where the nent point of the brash will te in relation to the last 














PRINTER POWER DOCUMENTATION PAGE 14 


FRRR, PHY 


PRINT 


GU TEX REDE 


KB-HOLE 


CGLGR 


BRS UE 


WRAPAROUNE 


REVERSE 





aoivt. if you are painting with or simply moving a brush, then it imficates how 
far the brush will move frow its current screen location. [If you are creating 4 
guickstroke, then it indicates where the neat soint of the quickstroke will be in 
relation to the iast goin. 


This setting shows the current screen location of the starting point of the 
trush. If you are on the picture screen, and the wraparound contra: is off {see 
section 4.2.21}, then the program will permit the oresh te be moved aff of the 
woridal SCYE|N, whose dimensions are @-755 horizontal by @-1d? vertical. When the 
brush is moved off of the normal screen, it moves onic a larger screen which is 
wot displayed, Gut whose dimensions are -Sig ta #G1i horizontal, ard -Gig te +61! 
vertical. When either the horizontal or vertical location is aff the normal 
screen, it will be displayed in imverse as long as me cart of the brush is still 
an the wermal sereen. In other words, if either of the horizontal or vertical 
locations is disclayed iw inverse, it means that the Grush is fully off of the 
normal Screeri. 


Carvent size of brush 
Cerrent size of guickstroke 


hen visualize mode is on, the cerrent quickstreke is disolayead. If qaickmoce is 
om, the quickstroke is thee updated, at the rate of the currently selected soeed. 


he: locate mode is on, the caddles or keyboard car be used to locate the brush 
for Quickstroke} anywhere on the screen. If you are making & pattert, turrine 
locate on will allow you te locate where you wish the weet point in the patterr 
tc De. 


When stos is on, the creation or movement of ary pattern i5 stopped. Tarning 
ston off resumes whatever was going on, grovided that wo changes to the previous 
Moe were mace while stop wad or. 


When gaint is on, the picture screen i5 disglayed. When gaint is off, the 
monitor screen is disslayed. 


Wher auickmode is on, changes @ay be made to the guickstroke, grovided that 
ViS5ualiZe MOTE 25 ott. 


The horizontal and vertical comoenents ef the current vector may be frozen 
indepententiy at their current value, ard then charmed through other keyboard 
commands. When 2 is displayed in inverse, the horizontal component is frozen, 
when ¥ is disclayed in inverse, the vertical component is frozen. 


The current gaint color. 
i-Green, @-furgie, 3-white 1, 4-Grange, File, a-Black If, f-White If, O-Black I 


When on, the brush i5 dai. 


When wraparcund is om, directing the orush off one end of the screen will cause 
it to continue painting on the composite edce of the screen. 


When the currert stroke is a pattern, then and inverse ',' irciicates that the 
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horizertal component of each vector or steg from that stroke is being reversed. 
Whew inverse '.' is displayed, the vertical componerd is being reversed, 


MAKE When make mode i5 on, a patterd is being created. When off, a catters is being 
Moved‘ Tainted, 
SME The character displayed is the current gairnting mode. The normal painting mode 


is ' {see section 4.2. 1}, 


Sci Working with Painter Sewer Advarced Grachics 
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This grogram i5 written to allow a5 much flexibility as possitle. This means that once you 
kit the program well, you can firs new ways to use it all the time. I¢ alse means that the revice 
can easrly get inte a situation where something is happening for not happening) on the screen for 
which there is mG ready Explanation. The key to gaining a basic emderstarnding of the program is to 
start Simple, try cut one feature, learn it, turn it off, try 2 secord feature, and so a. Once 
you have oove through the features, you can start to combine then. 


The following sections describe each feature. Each section alse describes what other features 
are related, and fier the group of features may be applied. Before going on to these deseristians, 
let uh define a simple starting point to which you can always return. 


When you at first enter Graphics from the Set-lin Menu, without havin changed any of the Set- 
Ua Meruts initial settings, all mode selections ard settings will be pre-set to a certain set of 
comditions. The monitor screen will be displayed, with the number one brush displayed on the 
ecreen, Still. The only control display items disslayed in inverse will then be the Stor mode ard 
wraparcund mide. From this state you will be shie to explore each of Bainter Fanwer fevered 
features. fo return to this state you need only turn all modes of f excest for Stoo and Wracarcured, 
fais i8 easily done ty hitting the character displayed to the right of each itea in the contre? 
display. 


S20 Making a pattern - ‘Mt key 
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Te make a pattern, gress the M key, enter a series of vectors, ami gress the Mo okey wher the 
desired pattern fas Geen antered. The rate at which the vactors are entered inte the pattern is 
determined ty the current speed setting. You may change the sowed setting at any time. 


The series of vectors that you enter can come from the keyboard, the paddles, another pattern, 
or the quickstroke. You may alternate between these sources of vactors ireally sources of 
MOVEMENT) a5 you enter the gattern althounh this is tygically wot done. 


entering a Mattern from the Keyboard 
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te exter a pattern from the keyboard, ase the ¥,N,6,J arc H keys. You may ese the cortreal key 
its COMjunction with ¥,N,G ant J to increase the separation between the ocinis being entered. For 
example, each time you hit ctri-¥, i is added te the vertical component, causing the weet goin te 
be located one screen location further unmeard than it would fave been. See section 4.2.5 for more 
detatis. You may elect to control only the horizontal or vertical component of the vector being 
entered, afd allow the current stroke twhich would fe the paddies or a natteral te supgly the 














PS INTER BOWER BOCUMENTAT IGM PAGE if 


GoDpOBiNg cuRMpotet. You may use the Reverse horizontal and Reverse vertical keys {',' @ 
reverse the horizontal art vertical components. This i5 useful for entering zig zag patterns. 


Creating « Pattern with the Paddles 
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To exter a pattern from the caddies, ase the first saddle ipaddie i) to contro] the horizontal 
ROVeEReRt amt pgaddie 2 to oomtrol the vertical. [4 is gessible to enter one component using the 
associated gaddie, and to enter the opposing componerd using the keytcard. This is done dy 
pressing the 2 or X key to transfer control of the horizontal or vertical component to the 
keyboard. The osposing component still changes with the paddle. 


Creating a Pattern from Another Pattern 
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Te @ake a pattern from another pattern, you must return to the Set-Uo Fen: with the (fse or 
Return keys, select option J (Steoke}, ard select which pattern to use. After returving te 
Graphics using the return key, make sure that Stea is off. Then hit '#' te initiate entry of the 
source pattern inte the pattern you are creating. When the sortion of the source sabttern that you 
warded has been entered, Hit 'H' again. While the gattern is being created you say wart to make it 
Zig and 2ig a littie. Use the Reverse Horizontal and Vertical keys for this {',* awd '.4h. 9 For 
imstance, hitting ',' would cause the getters to go right if it were going left. 


Hsing Guickstrokes while Creating a Pattern 
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You may also cause the current auickstroke to be added a5 gart of your pattern. Simeiy hit 


the Execute Guickstroke key f'y'} whenever you wart to include the quickstroke. Your may do this in 
the midst of any of the previces three methods of gattern creation. 


Setting 2 Return Point Hithin a Pattern 

#hile creating 2 pattern, you may use the tit key to specify a point to which you wish te 
retura to during creation of the remaining portion of the patters. Hitting the tit key will sound 
a tlirg sound. To return te that point later in the pattern, hit the tO key. Each time you begin 
creation of a pattern this return goin? is reset to the beginning of the pattern. 


Creating Seqmerted Patterns 
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The Locate feature isection 4.2.12) may be used to create segmented patterns. While creating 
& pattern a5 above, hit the 'L' key. You may then relocate the last ooint entered te ary location 
the screen. After you turn off Locate, creation of the sattern wtll resume from that point. Te 
contre? this relovation you may use the paddies aor the keyhoard. To use paddies, hit the '/* key. 
To use the keyboard, use tne ¥,N,G,f ard H keys. The Lorate feature may be used in conjunction 
with ary method of pattern creation. 


4.2.3 Painting a Bicture & Brush Up/Down - ' St and 'U" keys 
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The 'f' key may be used te toggle between the picture and mowiter screens. When Paint 15 ony 
the picture screen is displayed. In order to paint, you must gut the brush cow. whew am liverse 
tit is disglayead, the brush is down However, painting will only cocur if you are on the nornal 
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screen inet on the extended screen -see section 4.2.11), are wot in Locate or Visualize modes, and 
are not stopped. (There is at excenbion to the last three conditions, avd that is when executing « 
GVITRST GRE, it which case all three conditions are overridden -see section 4.2.15). 


Whenever you come back inte Graphics from the Set-Up Menu, the orush 1s automatically Lifted 
in order to oretect against accidental painting. In Painter Power Beginners, the brash was alse 
iifted each time the pictere screen was invoked. This is ot dave in Painter Power Advanced, 36 
that you may toggle between the moniter and picture screens with wo change to the brush uofdown 
status. You ave also reburwed to the monitor screen when you return to the Set-Up Sere. 


4.2.4 Setting the sceed -'B'litz, 'ktapbit, ‘Turtle & tStyazi 
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You may change Painter Gower's sceed of enecution at ary time by hitting the "Bt, tht) ttt or 
'S' keys. The 'S' speed is different frow the first three in that it is really a mareal mde of 
aneration in which Painter Gower automatically turns Stop on immediately after it has painted the 
brush once or entered ore going im a pattern. Each time you must turn Stop of f for resume} with 
the spane tar. You may aise use the A,G,¥ and J keys to cause Painter Bower to advance one acir 
im the specified direction Use of the repeat key when in Grail speed cives you ragid ard exac 
covtrol aver the grooram. 


% 
ice 
+ 
u 


4.2.5 Keyboard Control - Ke-told - '2" anc tx! keys 
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the 2 arat X keys are used to held the horizontal arvcdfor vertical components of all subsecuert 
MOVEMENTS, and to allow further keyboard control of these components through the ¥,9,8,J ard # 
keys. The 2 and X heys act in an override capacity; that is, they owerride the currently selected 
stroke, whether it be a pattern or the paddies. Far examgie, when Hold Herizontal ¢'2")} is turned 
ot, the current horizontal component is frozen, while the vertical component is teft ta vary with 
the current stroke. This horizontal component can then be incremented or decremented using the 
ctri-J and ctri-G keys isee next section). In order to restore control of the hovizental conconert 
t> the current stroke, the 'Z" key would be Rit again. By turning the Hold Horizontal and Hold 
Vertical Reys on and off, portions of the current stroke can be sugoressed. This is essecially 
interesting when the current stroke is one of the curved patterns computed using the Math Menu {see 
section 4.5.3 for more detaiis}. 


4.2.6 Keyboard Control -— TYP tt Tet tet and tH! Keys 
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The ¥, M, 5, J, and H keys cause the current stroke to be overridden and the vector to be used 
next te be set as foliows: Y-up one, N-down one, G-ieft one, J-right one, and Hoheld. hen any of 
these keys are hit, Hold Horizontal and Hold Vertical ¢'2" ard 'X') ave automatically turned ca se 
that covtrol of the brush is relegated te the keyboard. Section 4.5.1 gives a5 an example of how 
te w5e these keys to create a staircase pattern. 


When the control key i5 pressed together with ¥,N,o or J imot Hof!) it directs the erogram te 
aiter the vector to be used as foliows: Y-add one te the vertices! comoonent, X-subtract one from 
the vertical component, J-add one ta the herizonrtal component, ard G-subtract one from the 
horizontal component. Use of the ciri-d ard otel-G keys is only permitted if Hold Horizontal is 
already on. use of ctri-¥ amd ctri-M requires Hold Vertical te be on. When the reoeat key is used 
it Comjunction with these latter 4 keys, the resulting larvae vector cause the brash te be vepeated 
very rapidly all over the screen, giving a dazzling effect. See section 3.5. id. 
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S.3,7 Keyboard Control - Reverse Horizovtal amd Vertical - ',' and t.' Keys 
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The fleverse Horizontal ami Reverse Vertical seys i',' ard '.') are used to reverse th 
direction of the current stroke. The action of these keys descends upon whether the current stroke 
is a pattern and whether Hold Horizontal or Held Vertical are on. For ewample, if ',' 25 Rit ard 
Hold Howizotta? is on, then the direciton of the current horizovtal compovecnt is reversed. In 
wher words, left is termed inte cight, ara right to left. If the current stroke i5 a gattern ard 
tt is hit, then the sense of the horizontal component of each vector of the pattery is reversed. 
This reverse feature car be used to make catterns fold back on themselves or to 21g-2aq. 


4.2.4 Stog/Hesume Execution - Space Bar 
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When Painter Power is stopped, it ceases ary movement ov the screen. Subsequent hitting of 
the space bar resumes what was happening previously. The snace tar can be used to stop a precess, 
change moces, ant resume in the vew mode. Certain keys temporarily override the Stop mode. 
Hitting ¥,%,5, om J will cause Painter Power to jump one point in the direction indicated, ard ther 
to stop again. The ts! or '+t keys will cause Painter Power to execute the current quickstroke and 
te Sten whew it is complete. The relocate keys '@" isection 4.0.17) and 'O* fsectiow 4.0.19) will 
function even when Storm is on Wher stooped, the 'H' key will cause the pattern to be drawn at the 
current location, orovided that the brush is dows. This is useful if you wish to painé the brush 
only once at certain locations on the screen You simply mowe the trash to where you want it, turn 
Stor on, put the brash dom with the "Ut key, fit 'H', fift the trush up and move the brush to the 
next glace. 


When exiting to the Set-Up Meru, Stoo is automatically tarred on. 


4.2.9 Paint Color Selection — '£','St,tGt, tat tSttStt Pt tat Keys 
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Keys {i thre @ are used te select the paint color. If the color selection mode 18 set to one 
ef the caddies isection 4.1.6), then hitting ary of these keys will fave wo effect. The color that 
is actually painted ont the picture depends upon the painting mote, described in the rent section. 
Normally the gaint mode is set to normal if {'), which means that the selected color i5  wfat 
actually appears on the screew. [2 wust be added that due to the Apgie's hi-res color limitations, 
distorted coolers may be gainted onte the picture. This is mostly due to painting colors of 
opposite oclor families on top of one another {see section 4.5.1). 


4.2.13 Sainting Modes - tit tat tet st) avd tat Keys 
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The & painting modes affect the way the brush paints onto the gictere encderneath it. The 
following ist descrises each painting Move, 


tit” This is normal painting mode in which the currently selected color is painted onto the screen. 

Tw Im this mode, me change is mace to the screen. This painting mode i5 useful whew Switching 
hack and forth between painting moties rapidly in order te selectively change parts of the 
micture. 

'#' fn this mode, black sortions of the gicture are changed to the currently selected color, while 
write portions are anaffectec. Colored portions of the picture are chanced according to the 
foilowing table: 
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Existing Color Faint Color Resulting Color 
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Sree France GREET SEEN 
Purgle/Blue furgie Furgie 
Greens Grange Grange Change 
Surgie/Biue Hine Blue 
Green! Grane Replies Biue White 
Sergle/ Rive Green‘irange White 


'$t) Iw this mode, whites are changed to oclaws, blacks are anchanged, ard cciors are chanced 
according ta the following table: 


Existing Color Paint Color Resulting Coicr 
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Greens Grange Green Greet 
Sarpief Blue Purgle Farge 
Greens Grange Grange rane 
Surgle/Bixe Blee Blue 
Sree Grange Parple sive Biack 
Peurgle/ Hive freen/irange lack 


'x' This is complement mode. The curverd setting of the color does wot apply. This mode is 
narticularly fascinating since the gictere will keeg changing forever. The colors on the 
nricture are complemented as follows: 


Existing Color Resulting color 
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Bi ack white 
W#hite Bisck 
Green: Pargle 
Fergie Greer 
range Rive 
Hine Grange 


4.2.21 Wraparound Control - tw! key 
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Wher you first enter sainter Power Advanced, the wracarcumt is off. To turn it om, hit the 
‘ut key, When the wraparound is on, an inverse 'W' is displayed. When the wraparound is off and 
the brush goes off one edge of the screen, it will reaopear on the oppesite side, but it will no 
leave a trail, as it would were wraparcund om This wears that the trush has gone onte the 
extended sereen isee section 4.2, discussion of screen location trnx, tyyy!. To get the breast back 
onto the worwal screen, if must either wraparound the extended screen fahose cimersionms are -Sid te 
Sit horizontal & vertical), or it must come back aorta the screen by being directed in the copesite 
direction from which it left the screen. Gometimes you may lose the feel of where the brush 16 on 
the extended screen. In this instance, you can either guide it back using the sereen location 
show on the first line of the contra! disalay, or you can force the brush back onto the pictore by 
hitting the ‘'@t key isme section S227). Tarning the wraparound off will alse force the brush 
hack ote the screen. 


4.2.12 Locate Rode- -'Lt and t/! Keys 








ee ee 
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Locate is used in tea ways. When a gattern is being created isee section 4.0.2), Locate i5 
used to locate the gosition of the wext ocint in the pattern. 7his is useful for creating 
seqmented gatters, such a5 words in which the letters are separate. hen paivding, Locate is used 
to locate the position on the screen where oairéing is to resume. This is very useful for 
selective painting, when you with tao gaivt a little here and a little there. Used in conjunction 
with Visualize and Guickstroke features, you can orecisely place grushstrokes on your picture. 


When Locate is set on, cortrel over brush movement is relegated to the gaddies or keyboard, 
Sependivg upon which was used the last time Locate was usec. To Switch control fro the keyboard 
ta the gadles, nit the '/' key. To use the keyboard, fit the ¥,N,&,F or H keys depending unten 
which way you want the orush to go. When you turt Locate off, the trash will resume the movment 
that it was following grior to your tarning Locate on. Likewise, when you turn Locate back of, it 
will resume the movement that it was follcaeing pricr to turning Locate off, 


4.2.33 ¥isealize Mode - '¥' Key 
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Visualize mode is used ta visualize the direction the brush mil take if @ quicksircue is 
executed tsee next @ sections}. When visualize is termed on, the curverd cuickstroke is  shovr 
superimposed of the screen. If Looxte i5 on and Step is off, then you can use the saddles or 
Reyooard to position the quickstreke at a Strategic place on the screen. Tf Locate 18 off, ther 
the eguickstroeke will remain at the current screen location. If Step is off arai Guickmode is on 
fee next section), thew the quickstreke will be shown changing constantly according the current 
stroke. for instance, if the current stroke is the paddies, the quickstroke will change its shane 
anowmding to the satting of your paddies. The point of this visualization of the quickstroke is to 
allow you to quickly visualize a motion ard ta then execute it. [It is reasonable te think of it as 
am artist imagining what a brushstroke ia a certain part of his painting would lowk Like. 


4.2.14 Geickstroke Entry Mode iGuickmode? - 'G' Key 
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Tarving Geickwmode on allows the quickstroke to te changed provided that Visualize i5 oon ard 
Locate is off. Turving Guickmode off has the effect of freezing the current quickstroke. 


4.27.25 Executing = Guicksiroke - 'y' anc '+' Keys 
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You may cause Painter Power te execute the current quickstroke at arytime oy fitting the ';' 
ee t+! keys, Execution of the quickstroke will oroceed regardiess of whether Stop, Visualize ov 
Lecate are on. hen a quickstroke is executed, the brush is moved along the quickstroke from the 
current screen location ¢o the eud of the quickstroke. When the 'y' variety of quickstroke is 
used, the program resumes whatever it was doing before when it reaches the enc of the quickstroke. 
When the '+' variety of quickstroke is used, the orogras resumes in the same fashion, but at the 
scree iocation where the quickstroke begax. [If the gicture screen is displayed, then the trash 
wili be gainted ante the gicture when you execute = auickstreke, regardless of whether the Grush 15 
up or down {provided that the brush is not off the edge of the normal screen? If the monitor 
screex is displayed and you are creating a pattern, then the quickstroke will become part of the 
patteri. 


Note: Use of the t+! type of gquickstroke alters the screen location saved with the '9! key {see 
sect iat 4.2, 16). 
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Rete ¢: During execution of a quickstroke ali keyboard presses are ignored. 


Sine execution of a quickstroke can take glace regardless of what you are doing with painter 
Power, guickstrekes can play a role in a variety of painting precedures. For instance, let's say 
that you world like your brush te be painted along a diagenal, but to occasionally have it take 2 
jog to the right. To set this up, you would turn Visualize ara Guickmde on, and hit the 'J" key 
te form a aeuickstroke going te the right. Then turn Guickmade off te freeze the rightward jog, 
turn Visualize off to see your brush instead of the quickstroke, ard hit the 'St ard ctri-y {set 
direction = Left, and add one up, so that the direction is diagonally toward the eager left hard 
corner of the screen}. Mow pour brush should Ge moving diagonally, ard even gainting if the brush 
is down. Now, wherver the fancy strikes you, fit the ty' key te call forth the richtward jog. The 
brush will go right for the length of the quickstroke, ard will then resume its diagonal journey. 
lf you warted te de the quickstroke ard then resume the diagonal at the same point, you would use 
the tt! type of quickstroke. 


4.2.16 & 4.2.17 Setting ani relocating te a Screen Location for Brush - '9' and 'S! Keys 
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dhemver you hit the ‘'9' key, the prograg sounds a ‘Glooa' and remembers the current screen 
location. hey you subsequently fit a 'G', the program immediately moves the trush to this screen 
loration, regeardiess of what mode you are in or if Steg is on This feature has a waumber of uses. 
Foe instance, if you wished to execute « series of different brushstrokes radiating cut from 4 
single screen location, you would set the screen location by hitting 9. For each brushstrokes, 
you would set the desired direction using the keyboard or paddies ard ture Stop off urndil the 
desired stroke was comcleted. You would then turn Stoo back on, fit the "8! key to return te the 
starting location, amd set the direction for the wext stroke, ard so ot. The "i key is alse 
useful for forcing the brush back onte the screen when the wragarcend is off and the brush is lost 
Somewhere aff on the extended scree. 


4.2.14 Setting a Return Boint While Making a Pattern - tit key 
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#hile creating a pattern, you may tell the pattern to remember the current point in the 
fatter it order to resume creation of the brush at that ooint. Aw examcgie of this aculid be 
creation of the letter ‘Ht, in which it is kheloful to te able te relocate ta the middle of the 
First upstroke in order to draw the cross tar. When you bit the 'I' key, Painter Bower confiras 
the it with 2 Glirs sourd. 


4.9.19 Resuming Brash Creaton at Return Potrt - a! Key 
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Hitting the 'O key while creating = pattern causes to resume entry of the remairder af the 
mush at the ooint in the pattern specified at the time *2' was hit. 


4.2.28 Brush and Geickstroke Editing - Right and Left Arrow keys 
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While creating 2a pattern, you may go Gack ore pointe by fitting the teft arrow key. 
Conversely, you cat hit the right arrow to shin forward in the cattern. Wher in visualize move, 
you car use the left and right arrows to reducefencand the number of points in the auickstroke. 
This feature is only useful when quickmode is off, Since when Guickmode i6 turned or, if cancels 
Gut any effect these might have fad. 

When Gaining with a brush, the arrows can be used te reduce/exgard the number of goings in 
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the brush. The left arrow causes goirts at the beginning of the brush to be eliminated. 


4.0.2: Temporary gackup arc restore of picture - tit and t-* 
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While you are painting, you gay create a copy of your picture so that you cath try Gut at 
effect without risking ruining your picture. fressing the tit key saves a copy of your picture in 
Rives gave ©. To restere this picture, fit '-'. While your gicure is backed un, it is vital that 
you mot tern Saint off and transfer te the monitor screen, a5 your backup copy will be overwritten. 
You should alse avoid returwing to the Set-ip Mena while your picture is backed up. 


4,3 Creating Patterns Using Math Functions - Rath Meru 
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The Math Mere allows you to ase the computer ta create curved patterns based om mathematical 
fonctions that would be impossible to create using the paddies or keyboard. These patterns car 
then be used a5 strokes or a5 Grushes. 


The orocedure for computing a pattern i5 te select the type of curve you would like ared ther 
to specify the parameters that will affect the shape of the curve and the number of points if will 
contain. The Math Meru will then comoute the curve and show it to you easing hi-res page @ If you 
dowtt like it, you caw oo back and try a different curve and/or a different set of parameters. If 
you like the curve, you tell the srogram in which of the eight patterns you would like it to put 
the curve. It then pokes the curve into the selected pattern so that it will be available when you 
return ta the Set-Up Menu and Graphics. 


if you select a curve and ther change your mind, you may enter the keyword 'ERA' in ressonse 
to avy of the auestions regarding the curve, ard you will Ge returned to the ooint of curve 
SELECTION. 


The following garagraghs describe the carameters that the Math Menu requests for each of the 
tynes of curves. 


Berimming and Ending Aneles 


if you select begining angle = @ ard ending angie = 368, ther each of the curves will be 
computed for ome cycle. For example, if you select a circle a5 your curve, then = complete circle 
will he gererated. If you selected 9 thre 148, only half a circle would be cererated. You may 
select any range of amgies. Each multiple of 36@ 1s one cycle of the curve. That is, if you 
selected @ thru 728, two cycles of the curve would be plotted. However, there i5 ne purpose in 
snecifying more than one cycle for a circle, flower petals ar aw ellipse since additional cycles 
would be the same a5 the first cycle. Additional cycles are different for the soiral, sine arc 
cosime. For the spiral, each cycle i8 ome wore revelution, while each atditiowal cycle is at 
additional wave for the sine and cosine. 


You should try out different combinations of beqimming ard ereding angles for each of th 


mm 


‘ 


curves ¢¢ get 4a feel for thew. You may alse specify that the beginning angle be larger thai * 
ending angle. This will cause the pattern to be clotted tarkwards. 


Re 


& 
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fagber of repeats 
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The rumber of repeats is the number of times you wart the prograw to compute the curve for the 
specified beginning and ering angles. For exawple, if you selected a circle with beginmng and 
ending avgies equal to 8 thre 140, with 2 repeats, then the curve generated would te J half-circies 
isemi-circies) ami ta end. fach repeat begins where the grevicus repeat left off. 


Humber of Points ger Repeat 
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This ramber dictates how soread out the points af the sattern will be, since the more coints, 
the closer the spacing. The maximus number of points ger pattern is 254, so the wumber of points 
per repeat must se less than or equal te 234 divided fy the number of repeats. Typically, you 
should use about 80 points for the entire pattern. 


Sict Yerticaliy or Horizontally? 


ee aay ce Sn cee ee ee ee Re me me rn ee ey eS a ae at ee hs 


& vertically gictted ellipse is a fowtball on end. A vertically glotte sine or cesine looks 
Like a Stake going frow the bottom of the screen toward the ton. A vertically plotted circle and 
sniral are plotted starting from the ton going dowrward, ard then back toward the ten. & 
vertically plotted flower petal has the point of the botton-most petal pointed toward the bobion of 
the screen. Horizontal glotting is the opposite of the above. 


Scale 
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The stale is the maximum number of points that the curve will soar. The farger the scale, the 
greater the Spacing between the individeal moints of the curve. The Painter Power screen is 126 
vertical by 256 horizental. Therefore a curve of scale 64 will have the feel of cecusying about 
iff of the screen. You may specify a scale such that the curve is greater than the screensize. 
This cat: be used for some interesting effects. 


Batter fumber (i-F} 
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if you specify pattern 3, the curve will not be goked inte one of the satterns. Otherwise, 
the Math Mens will ooke your curve into the apecified sattern. Pattern reneher $ is the quickstroke 
pattern, 5G that you can create @ quickstroke that is a curve. If you soecify the quickstroke, 
then wher you returh to the Sete Menu, you must set the Stroke sizing to one of the caddies isee 
section 4.1.5} so that the size of the quickstroke can be adygusted to the number of points in the 
Math patter. 


$.3.: Errele iGetion fi} 
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#hen comouting a circie, there are ne special parameters that weed te entered. Yaricus 
effects can be obtained Gy adjusting the beoiving and ending angles and selecting more than one 
repeat. for instance, to create a cattern looking Like a coil ot sorting, select @ thre 278 a5 the 
Hegivmind and ening angies, ard set the wumber of repeats equal to the qumber of ociis you ward. 


4.3.2 Flower Petals ifption 2} 
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Choose the number of petais that you wish you flower to fave. Ther select the regular 
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parameters. 


4.3.3 Spiral fGgtion 3} 
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For a SGiral, there are wo special parameters. However, the selection of the regular 
parameters oreatiy affects the type of spiral you will get. For mary rotations, you should select 
a large range of angles, such a5 @ thru ig8G@. For a single rotation, select @ thre 36é. 


For & GeeSely packed Spiral, with the appearance of circles sprialling ireard, select « smali- 
medium scale ii8-90), with a large number of goints ger repeat (48-255). 


Por & Spiral to lock itke a pirehee!, select a large aumber of revolutions ibegiming anele @, 
ending angle i288-28G08), with about 28 soints ser revolution. To figure the number of points cer 
repeat for suck = Spiral: 


Number of goints = ¢@ times finding angle -Begimming angle} 
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4.9.4 Eliigse / Deformed Elligse (Gation 4} 
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fe elligse is an oval, either resting on its side or upriaht. aA deformed elliose is a cirel 
with a certain wumber of indentations or lobes. Hy adjusting the fatnuess factor and the rumber of 
lobes, a great range of patterns can be generated, from a siaple oval to starburst and cookie 
CURLEY ShaGes. 


ft 
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You always select beginning ard ending angles @ thru 368 for ary kind of elligse. alse 
member of repeats is always ore. If is best te select a larce number of points per repeat 
you get a higher density of points in the pattern. 


~ 


The fattest elliose you will get is fatness factor W. The skimmiest is fatness factor i. If 
you select more than one lobe, the fatwess factor will effect the fatwess of each tobe. 


The wumber of lobes is the mumber of bumps or points that will be on the pattern, If you 
select iow fatness factor, you will get goints or soikes, while with = high fatwess factor you will 
get Sumcs. 


4.3.5 Sine iigtion 3} 
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The amplitede is the heieht of the tumcs on the sine wave. For a soiky atpearance, select 
amplitudes of 4-18. For a smooth appearance, i-4. fis with any of the curves, you may glet 
gattern from just one portion of the sine curve by selecting a limited range for the sSeginning ard 
ending angies, for instance begining at @¢ and ending at 98. By specifying more than one repeat, 
you will get this aortion repeated, end to end a number of times. 


4.5.6 Cosine iGebion 6} 
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The amplitude selection is idertéical te the sine. The only difference between cosine and sine 
iS how the curve starts. The cosine starts doen ard comes tack up, while the sine Starts in the 
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MiGGIE, gGe5 up, dowry past the starting point ard back up to the middle again. 


$.4 Disk Merw - Using fisk te Store/fetriave Satterns & Pictures 
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The vamerical selections on the Disk Meru operate in the same way a5 the disk commands on the 
Progra Selection isection 2&6). The isk Menu gives you the added ability to save ard restore 
patterns. This selections related to this capability are discussed below while you are referred te 
sections c.f thee G.o for the other selections. 


4.4.4 Loading a Pattern 





This selection allows you te load a previcusly stored gattern into one of the nine satterns. 
The winth pattern 35 the quickstroke, and if used, you should set the steoke size te one of the 
patidies upon retarning to the Set-Up Meru isee section 4.1.5) in order to adjust the size of the 
guickstroke to the exact site of the retrieved pattern. The filename extension used on single 
matterns is '. GAT. 


4.4.2 Load « Batters Set 
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This selection igads gatterns i-& from oa previously stored pattern set. The 
extension used on pattera sets is '. SET. 


$256; 
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4.4.3 Load a Pictere 


See section 2. a. 


4.4.4 Save a Pattern 
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This selection allows you to save one of the wine patterns on disk. The ninth gattern is the 
guickstroke. When you Save a gattera av disk, you way reload inte any ore of the other nine 
patterns. TRIS i5 a convenient way of copying patterns. 


a, 


This selection saves patterns i-G in a disk file with the filename extension '.SETt. 


4.4.6 Gave a Picture 


See section 2c. 


4.4.7 Belete « Bisk File 


See section 2. 


4.4.4 Disk Catalog 
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See section 2.4 


4.4.3 Peek at Picture 


See section Gi. 


4.5 Use of Painter Bower Advanced Features for Various Cffacts 





ee me ee ee 





Le LO LOS OS OSS A OOTY RITES SN TEE SP et Es Ne OL OY SE OI HY RNS SONY AES I AN a Ah 


bach of the following sections describes how ta use certain combinations of feateres 
to achieve various graphic effects. These effects can be applied at different Stages it 
the evolution of a pairting. For instance, one might be used te initially set uo a 
backgroud texture, while another might be used at the end of as painting to blend 
different areas. 


Since Painter Power allows you to create any sort of pattern, and then to use it 
either a8 2 orush or a5 a stroke, there are many many oossibilities. Fatterns Ext ered iva 
aCVGSS the screen can have a more gictere wide effect, while swall loralized brushes 
MOVES ive Sal! area can be used for detail. 


4.5.1 Hold/Set /everse Horizontal and Vertical Stess 
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This section describes the basic use of the keyboard for controlling the creation 
and movement of patterns. 


Creating a Staircase fattiern 
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Get ta the monitor screen by hitting the ‘fh key, set the speed te 'Strail, and hit 
the ‘Make pattern key. Hit the '¥' key repeatedly te create the vertical part of the 
stes, and the J" key for the horizontal part. To create evenly sized stens, watch the 
BASiZ thrush sized indicator on the contrel display. fach time you add a point, one will 
be added to the trush size. When you are done, hit the 'M' key. You may then use this 
Staircase a5 a Drush. Gr by returning to the Set-tip Menu, you may use it as a stroke and 
select anvther gattern a5 a brash. This will cause your brush to follow the movement of 
& Staircase. 


Creating a Zig-Zag Pattern 


Set ta the monitor screen and 'Mtake sattern mode a5 in the above examcie. Hit the 
V2" amd 'X' keys so that both '2' ang 'X' are disgiayed in inverse om the contre! 
display. This means that the horizontal ard vertical components are under contre] of the 
keyboard {see sections 4.c.5-4.c.7}. Get the speed to whatever you are confortable with. 
in order tao waderstand how to make different zig-zags, you must observe the next vector 
Betting lt the upper left hand corner of the contra? display. The first wumber listed is 
the horizontal component, the secon the vertical isee section 4.2.1}. Set both of these 
to @ by hitting the "Hold key. Then set the horizontal are vertical components 45 you 
wish by helding the Cortral key down ard hitting Y avd N te add ard subtract from the 
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vertical comoonert, J ari G te add and subtract from the forizertal component. Each 
different combination will give you a different diagonal. when you have fourd = diagonal 
you like fit the tM! key twice to reinitiate the ertry of your cattern. Each time you 
wish to zig, hit the '.* key. Each time you wish to zag, Ait the '.' key acain, To 2ig- 
zag vertically, use the ',' key instead. Gr you may ase both keys. If you observe the 
ment vector setting, you will see that each time you hit the ',' kay, the horizontal 
comeorent is reversed, ard likewise for the '.' key ara? the vertical compemerct. 


fiece you have evdered a zig-zag pattern that you like, you can gaint with if. As 
before, you may use the '.' and ',' keys to make your zig-zag bresh do zig-zags. for 
especially interesting results, chanee the diagonal with which the pattern was originally 
made. Alternatively, you may control the motion of your brush using the gaddles or using 
a pattern. See the follawing sect ior. 


Bairting Zig-Zags 





create some sort of brush, oreferably a smalier one. Then get to the picture screen 
by hitting the '& key. As in the above section, use the 'Z' and 'X* keys fo lock the 
horizontal ard vertical componerts. Then held the control key down and use the ¥,4,N and 
J keys to get the brush moving om a diagonal. Gut the brush dows with the "UT key, 
Station two fingers from your right Rand over the ',' and '.' keys, anc as mary fingers 
as possible from your left hand over the color seys, i-§. Use the rich? hand to cause 
the brush to zig ard zag, and the left kand to change the colors. 


fidditional Uses of the Keyboard Vector Controls Hold /Set ‘Reverse 


Cee ee Oe OS OS OS OF OD ONE OS Se OES ONE OOS OD OOD OEE EEE OG FOES BHF OEE ED DOD SOS FD OE CUED OD ED SES OEE EET WEY OEE SOT HE OOF FEE BE OL OL OE OD OP OE ONE OD HUGE HE SEY TEN OD COU HE SED OER wT 


if you set both the horizontal and vertical vectors as above, you will fe mostly 
confined ta zig-zag types of brushes and movements. You may, however, elect to control 
just the horizoréal or the vertical vector and allow the other to be comtrellec by the 
paddies or ancther pattern. For instance, you may create a wavy pattern or movement by 
setting the horizontal component to one, and varying the vertical component using the 
upédowm paddle. To do this, the cerrent stroke fitew G on the Set-up Meru) must be set 
te the paddies {see section 41.5). You can take this example ore step further by 
entering this kird of wavy cattern, returning to the Set-up Mera, assigning the wavy 
nattern to be the current stroke, and assigning a different sattert to be the drush. 
after returning from the Set-lis Meru, turn the hold horizontal ard vertical cortrais off 
{t7t and 'X' keys}. Your brash will thew move along the wavy pattern. You way then use 
the ',' and t.'! keys te tell the orogram te reverse the horizental/vertical movement of 
the wave. Gee sections 4.5.9 ard 4.5.18 for farther annlications of keyboard control. 


4.5.2 Using the & Painting Modes to Connect ‘Blend Areas of a Pictere 
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The last 3 of the & gaivting moves {see section 4.2.10) serve well to imcegrate the 
different areas of a picture. The reason they are good for this is that instead of 
replacing the color already existing, they interact with the color that is there Gased on 
the current color selection (with the exception of complement mode, which does not cepand 
anon the ocler selection}. Thus the form or shapes present in an area of the screen are 
retzived while only the color information is altered. Ginee the color is only altered 
where you move the brash, you can connect areas of the a cicture by moving the trash over 
oavts or all of the areas you wish to conmect. 


PRINTER POWER DOCUMENTAT IGN 


Foe exangie, let's say that you wished to give your picture = darker tone, For 
this, you would use paint mode 4, selected with the 'S! key. You should use a fairly 
gmail brush so that you don't inadvertentiy affect too much of an aves. Birect the brush 
te the areas which seem to be ton briant. feferring te the chart in section 4.2.14, 
select the ovlor which will optimally iréeract with the colors that are on the screen. 
Then gut the brash down and direct it aver the areas you wish to change. You should be 
careful wot to go over the same areas with @ differert colors from the Same color family, 
such a5 Give and orange, since the blue and orange mill combine to form Slack, are you 
witi lose the detail that used to te in that area of the picture. Green and orance, ot 
the other hand, wiil replace one another and ao detail will be lost. 


Yarieaties on this techrique of Glereing car be had by moving the Grush such thet if 
skips, or designing a brash that has gaps instead of a solid brush. You gay also use the 
commiement paint mode itkey 'X'), but you mast Ge careful since this painting mote can 
reduce your picture to a detailed aircemect. 


4.5.35 Controlling Texture 


The texture of your painting is corérolied by: 


i} The siaplicity of the brushes yor use. 
“} The simolicity of your strokes. 
3? Tre wumber of times you change colors in the paint ing. 


By adjusting any or all of these, you cam achieve a variety of textures. far 
imstance, Gy using & Simple brush moving in @ Single direction with cocasicnal oclor 
changes, you create a simple sattern with a solid texture. If you go over the same areas 
again with different coolers, ard Skip lines, then the form rarains the same but the 
texture becomes more detailed. If you create a brush which fas skics in it, then almost 
aty way you Move it you get a detailed texture. And if you change colors frequently you 
will aise get & detatied texture. Since the complement cainting mode changes colors 
automatically, i¢ 25 aw ideal way to complicate the texture of an area. You can paint an 
entire picture using complemert mode. Just start with a blank sereen ara select painting 
mode (‘'S', The mare the brush moves around the screen, the more complicated the texture 


wiii get. 


4.5.4 Fainting with a Charging Brush 
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This 25 a very special effect whose cufcome i5 quite hard to exactly grecict. The 
first step is to set the orush size te correspond to one of the paddies using Set-lis Meru 
selection 4 (section 4.1.4). Set the paddle so that the brush size indicator is about 
BG. This i5 & good starting value which you may Experiment with later. Ge tack to the 
moniter screen after making sure that the current stroke is set te the paddies ifet-Us 
Mev selection J isection 4.1.g}. Then get inte 'Mtake pattern mode. Use the paddies or 
keyboard a5 you would usually when entering a pattern. The oroegraa will show the carrent 
tush being changed according to the changes you make with the paddles/keyboard. The 
difference will be that the evtire brush will be shown, that is, the ramber of goints in 
the brush that corresponds te the paddle setting. The motion that you will see is caused 
by the fact that the ‘tailt of the brush ithe portion that has mot yet beer changed? 
MOVES aS you change the head! of the Grush. 
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fifter you have gotten the feel for this effect, transfer to the picture screen atc 
gut the brash dew. The wagging tail will wow leave a trail. Each time the brash starts 
over frist the beginning, the program will sound a Glirc. Try different paddie settings 
for different size brushes. Some of the fest grachics can be gotten by entering a spiral 
with the brush ep fa joystick is best for this}, and gutting the Grush dow just at the 
end of the sciral. The soiral will then uring leaving a spectacelar trail. 


For even more tizarre effects, you may use Locate and fuickstrokes while gaint ing 
with a changing brash isee section 4.5.4). You may also use a pattern as the current 


Stroke. 


4.5.5 Exploiting the Aegle's Hi-res Calor Plotting Limitations 
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fs exalained on cage 19 of the Apsle II feference Mawuai, there are limitations to 
how colors may Ge glaced om the screen. Bue to this limitation, you may notice that wher 
you have selected green, orange, blue or purgle as the paint color, thet the entire bresh 
is wot always painted. Gy the other hand, when white or Glack is the paint color, you 
gay see fringes of orangefblue or green/purple, depenting if you fave selected 
white‘black II ov whitefblack I. Generally speaking, it is the latter Limitation which 
can be exploited te greaiuce the prettiest effects. 


To explore this effect, create a brush which is a solid verfical line. Then o¢ te 
the picture screen, set the background colar to black (6), and the paint color to white 
{3}. when you get the brush moving across the screen, skipping every other point 
ihorizorntal component = 2}, you will notice that the computer is painting erther orange 
ov Give, but wot white. If you ski @ out of J pwints thorizontal component = gd), ther 
ix 3 scans across the screen you will cet a variety of Glueforange strises before you end 
up with a solid white bard. Try using complement painting mode ih" key? to cet a 
contivwaily shifting screen. This limitation car also be exploited further in this way 
by using Strokes and trushes whose combined effect causes dots to be plotted at & minimum 
of every other pair. 


4.5.6 Combining Several Patterns inte dre Pattern 
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This orocedure is useful for creating satterns to be used as specialized brushes or 
strokes. For instance, you might want to combine a circle, generated using the Nath 
Mera, with a vertical line te create a iclligeo pattern which could then be used as & 
stroke. This is test dome using 'S'nail speed. Return ta the Set-Up Menu ar select as 
the brush the pattern in which you wish to create the lollipeo iSet-Up Menu selection 2). 
Thex select the first of the two patterns to be joiwed as the stroxe {Set-Up Meru 
selection 3}. Return ta the monitor screen and enter ‘Make gattern mode. Hit the space 
bar vepeatediy until the desired portion of the first pattern has been entered. If you 
go toc far, you car use the backarrow key te backup. Return te the set-up mere and 
select as the stroke the second pattern to be joined. Metura to the monitor scream aid 
use the space bar as before te enter the secon? pattern. dhen you have finished, fit the 
‘Mt key again to finish Making the pattern. Vou may you use this procecure to join 
several satterns or ever to join the same pattern several times. Be sure to remember 
that the largest pattern may contain only G55 points. 


if you wish te leave a gae between the patterns being joined, use Lotate made to set 
the beginning point of the second pattern isee sections 4.5.9 and 4.2.12). 
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4.5.7 Relating Color with Bot ior 
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This effect utilizes the options for selection of color by paddle and creation of 2 
custom ocior table isee sections 4.1.6 and 4.3.7). The way im which you relate cooler 
with motion is to use the identical paddie for determining both the color and the 
horizontal or vertical direction. Both the horizontal ari vertical paddies create 
movements in the range of -¢ te +4. These correspond to & color mumbers, a5 in the table 
belo. The table shows the colors of the ovlor table as set xhen you first enter the 
Set-iig Meru. The color table feature allows you te set these colors a5 you wish. 
Therefore, you may Pind it useful to copy this table onto a piece of maser, assign your 
oer colers to the movements, and then use the Set-Up Mens te alter the color table. 








vert ical Hori 26tad 

Movement Movement Calor Number Initral Color Setting Exancle 
+3 “s i Green ii} Biue <5} 
+ =e Z Burgie ia} Hive i} 
+i -} 3 White I id} Blue (5} 
$ 4 Grange {4} Black TI {6} 
=} +i — Binve iS} Grange {4} 
a +e 6 Biack If {6} Grange i4} 
=5 +3 fi White Ef] 7} Grange 4} 
—4 +4 & Black : {4} france {4} 


Let's say that you wished to Rave the gaint color be Glue when the brush was | moved 
un, Glack wher i was on the level, ard orange when movad down. You would set color 
neabers i thre Ste 3 ifor leet, color number 4 te & ffor black TL}, and color numbers 5 
thre @ ta 4 {for ovarmel. Fou would set the color selection (Set-ip Men selection &) te 
gaddle @, the vertical caddie, ant the current stroke to the saddles (Set-Up fens 
selections 9}. ii that would be iaft to do would be toe create a brush that would 
Maximize the effect of these settings. A simile brush of this sort would be 2 vertical 
lire. 


4.5.4 Using Gutckstrokes and Locate te Create Satterns 
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The usage of quickstrokes a5 described in sections 4.2.i3 thru 4.8.15 may be applied 
it & Similar manner to the creation of patterns. This allows you to repeatedly enter the 
Same guickstreke inte a pattern, or to create ivdividual quickstroses ard erter thea one 
by One. Lotate moe, 25 described in sactions 4.0.0 ard 4.0.12, allows you to locate « 
glace where subsenuent entry of goints in the pattern will resume. Used together you car 
create 2 segmented pattern of quickstrokes. 


tet's say that you wished toe create a pattern containing the same stroke, with each 
stroke separated dy a gap of 2B points. First you would create a quickstroke fy turwine 
Visualize é'4" key) and Guickmede ('G! key} on Onee the desired stroke was created, you 
would turn these off, set ‘'Strail speed and "Make gattern mode. To enter the First 
stroke, you would hit the ';' key to execute the quickstreke. To leave the gap of 28 
poings, you would turn 'Liocate mode on and use the G or J keys to step 26 ooints to the 
left or right. @& this goint you would hit the 'y' key again to get the second stroke. 
Theve would Ge no weed to turn Locate off Since the cGuickstreke would be enter 
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regardiess. You would then weve over another cb points, ard so ott. After you entered 
the fourth stroke, you would hit '' key to terminate making of the catterr. 


tf you wished to enter four different strokes inte the pattern, you would create the 
auickstroke each time by using Guickmode ard Visualize. When you had the desired stroke, 
you world hit 'y' te enter it into the pattern. Then, a5 above, Locate could be used to 
set the cap of 28 owints. Then you would create the second auickstroke, and so ot. 


4.5.3 Using Keyboard Gverride with Fath Patterns 
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Keyboard override refers to the fact that use of the keyboard control keys 
2,4, ¥,,5,¢ and # ewerrides the current stroke. Thus if the current stroke is 2 pat tert 
computed ty the Math Peru, you may use these keys to override either or both of the 
horizontal and vertical components of the oattern.  Gererally it is only usefal te 
override one of the two compovents since if both are overridden, the math gattern i8 
totally sugoressed and the resulting movement if a straight line. 


if the curverd stroke is one of the Math patterns, and is other than the sine or 
cosine, then overriding one of the two compovents results in the Brush moving in one 
divection along 2 tempy line resembling a sine or cosine curve. By setting the 
cvercidden component using the control and ¥,5,N and J keys isee section 4.5.1), you may 
soread or shrink the distance between the bumps. This can be used to oroguce ali sorts 
af mountain or srakelike effects. 


if you really like the movement resulting from overriding one ef the comounerts, you 
May Save it a5 a quickstroke or create a whole new pattern from it. As @ guickstroke, 
the meyvement can be executed at avy time with the 'j' key, enabling you t¢ put a stake 
here and a stake there. If saved a5 an encirely wer pattera, the seake can be used a5 4 
brash or a stroke. 


The reverse herizertal i',' key) and reverse vertical i.' key? features car be used 
in conjunction with the math patterns to make them reverse thelr mot ict. THES you Cat 
make the brush snake backwards and forwards, amd reverse the direction of the bumps. 


$5.18 Experimenting with Larce Keyboard Yectors 
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The use of large keyboard vectors is an extension of the use of the keyboard te 
corte! movement, a8 described in section 4.5.1. The word large’ is used to describe 
vectors that are much larger than the wormal range of the paddles, -d tc 4. Large 
keyboard vectors are set sy turning on hold horizontal and/or hold vertical E82) art ' Kt 
keys}, and then repeatedly striking the ¥,G,N, avd J keys while holding cows the contest 
key. This causes the prograt to paint the brush with large gas in between each 
painting. With wraparound on tH’ key) this causes the screen to be rapidly covered with 
the current brush. 


for example, turn hold horizontal and held vertical on. Hold the repeat, control 
and ¥ keys dom: ertil the vertical component is at least iS or greater. Set the 
horizertal component te a low number, such at 2. The brush will then be repeated rapidly 
fespecially if you have set 'B' lite speed} iw a vertical colum which will slowly be 
scanning te the right. Try changing the horizontal and vertical components, clearing the 
screen and seeing the different gictures that result. 
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Use of large keyboard vectors is especially interesting when used in oovjunction 
with the complement gaint mode i's! key). You will get an ever changing picture which 
wiii oo through complicated ohases yet will amazingly always restore itself te what it 
was when you turned complemert mole on torovided you don't change anything while it is 
going through its chases}. 
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5.8 Creating a Slide Show 
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Siide Shows consist of a list of slides with optional titles that Ry CESIAE on: 
elther or both disks. To create a slide shown, you enter the disk file mane of each slice 
‘you must include the filename extension '. ff"), 


ant finaily the rawe and disk wuaber where the file containing the list of slides is te 
be stored. nce this list is stored, you may playback your slide show at anytime isce 
section 6.8}. 


3.1 Ervtering Slides 
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te enter the next slide, specify option & To reenter the last slide fin rese you 
Mace @ Mistake’, specify option &. To reenter the entire slide show from the Beg itary 
(if you Mate a big mistake}, then ssecify option €. If you have ertered ali of the 
slides, specify option 2 ard see the wext section. 


Wher you enter a slide, you must type the full filename, including the . FIC 
extension. if the slide resides ow a different dish, follow the slide file name with «= 
comma and ‘i! or 'D2', depending if the file is on disk i or disk 2 fnclese the entire 
BXGVESS iow i quotes. The program will lead the slide ard show it to you. ther you have 
thought of a name for the slide, hit any character and enter the name. If yoo have no 
Wee, just hit return. Specify the number of seconds that you wish to show this slice ix 
resaonse to the next question. 


a. Saving a Glide Show 
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When you have entered all of your slides, select action 2. The wroegraa makes sure 
that you wish te do this in case you imadverently hit the letter DB. Go type ¢ if you are 
really done. in response te the 'Glideshcw Name?t question, enter a disk filename for 
your siidestuw. If the file will resice om a different disk, follow the filename with « 
comma ard Bio oor Be, for disk i or disk 2% Se sure te enclose the entire SxGPeSsSion in 
quotes. The orogramt will then save the bist of slides in the selected file, 


Mate: The extension '. MOV" will automatically be added te the filename you specify fer 
your siideshow. 


6.% Running a Slide Show 
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te ren a slide show, enter the name of the file containing the list ef slides. fc 
not include the '. AN extension. If the file resides on a different Gisk, they follow 
the filename with a comma, ant Di or 22, for disk 1 or disk 2. Make sure te exclese the 
EXDYESSion in quotes. After the mograt loads the file, insert the disks containing the 
siides inte the agpreoriate drives. 


&.i Yerifying and Runwing 2 Glide Shes 
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Yefore raring the slide she directly, you may wish to verify that all of the 
siides are present on the disks that you have gregarec. To de tnis, select the Verify 
GEtica. The mroegrawt will look for each slide and will report those it cannot find. Wher 
it has cycled through the entire slide shew, it will ask you again if you wish to verify 
the siide show. 


When you run the slideshow directly, missing slides will simply be omitted from the 
sequence. fhe entire sequence will be repeated ad iwifinitum until you kit the control 
Rey, which will return you to the fregram Selection. 
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if in the course of a slideshow you wish te freeze a slide, just Ait the 'S! key as 
SOG a5 that slide appears on the screen. Hit any other character wher yor wish to 
continee with the remainder of the secuence. 


